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OBJECT 

To score as many points as possible by destroying a 

relentless swarm of IMPERIALTIE FIGHTERS, a bar- 
rage ol deadly fireballs, and a maze of sinister laser 

lowers before finally blasting the infamous DEATH 
STAR from existence. 

SETTING THE CONSOLE CONTROLS 



1 . Place tho cartridge lirmly into the cartridge slot. 

2 . Turn the ON/OFF switch to ON. You'll see "STAR 
WARS: THE ARCADE GAME" appear on the 
screen. 

3 . Pross the Fire buttons once to advance 10 the next 
screen. 

4 . Proas any hay on the key pad to reverse the direc- 
tions in which (he joystick will guide your ship (s 
JOYSTICK CONTROLLER section). 

5_ You'll see the words "WAVE 1." "'WAVE 2," and 
"WAVE 3," each wlih a DEATH STAR displayed 
» beneath il. 




6. Using the joystick controller, posltionyour sight ( ihe 
cu tsor) directly over Ihe DEATH STAR and WAVE 
number (difficulty level) you wish to play. 

7. Press the Fire buttons once lo begi n that WAVE. 



i— Fire Buttons — i 



THE JOYSTICK CWTBOUER 

Because this is a one-player 
game, plug the joystick con- 
troller into the jack labelled 
"1." 

Wiihout pressing a key (see 
SETTINGTHE CONSOLE 
CONTROLS. MX the joystick 
operates much like tho flight 
controls of an X-WI NG 
FIGHTER. To gain altitude (fly 
upwards), pull BACKWARDS on the joystick. To dive 
(fly downwards), push FORWARDS c-n Ihe joystick. 
To reverse the way the joystick operates, simply follow 
step *4 under SETTING THE CONSOLE CONTROLS. 
To fly left or right, simply move the joystick in (hose 
directions. 

To fire your PROTON TORPEDOES, press both Fire 
buttons at the same time. Holding Ihe Fire buttons will 
not produce rapid fire succession. 




PLAYHG 



5H00TIHG THE IMPERIAL TIE R6HTERS 



In this game, there are increasing WAVES ol difficulty. 
Each WAVE features 3 Rounds (except for WAVE 1). 
The rounds involve: (i) destroying fireballs and shoot- 
ing down TIE FIGHTERS patrolling the DEATH STAR, 
(2) blasting fireballs and the tops off of LASER TOW- 
ERS along the surface of the DEATH STAR, and (3) 
destroying fireballs while avoiding CATWALKS in the 
DEATH STAR'S EQUATORIAL TRENCH. It Is in this 
las) round thai you must also hit the MAIN REACTOR 
PORTon the floor of the TRENCH with a PROTON 
TORPEDO to destroy the DEATH STAR complelely! 

You'll begin the game at WAVE 1, Round 1 with 9 en* 
ergy shields. Each time you successfully complete a 
WAVE, you'll automatically advance to Ihs nexl and 
more difficult one with your remaining number of en- 
ergy shields— plus 3 additional energy sh ields (NOTE: 
f he maximum number ol shields you can have al one 
time is 9). When you lose all 9 enetgy shields, and are 
hit by a fireball or fly into a CATWALK, you lose your 
XWING FIGHTER and the game ends. You must 
begin again. MAY THE FORCE BE WITH YOU? 



Round #1 

The IMPERIAL FLEETapproachas! Their mission— 
to protect the DEATH STAR al all costs.These TIE 
FIGHTERS are armed with deadly fireballs. It's up to 
you to blast as many TIE FIGHTERS and fireballs as 
possible in order (ogain Ihemosl points. Each lime a 
fireball impacts your ship, you lose 1 energy shield. 

Of course, DARTH VADER will nol idly sil by as you 
attempt to-deslroy his FLEET.' Am idst the barrage of 
IMPERIAL TIE FIGHTERS, you'll occasionally sue 
one TIE FIGHTER that's a different shape than the 
olhers. That's DARTH VADER's ship! Be careful — 
but be quick lo blasl him with your PROTON TORPE- 
DOES and you'll gain exlra points. 
Survive this round and advance to the nexl one with 
ybUr remaining number ol energy shields. 



BIASTIHG LASER TOWERS 

Round #2 
You've made il pasi the IMPERIAL FLEETand now 
you 're screaking across Ihe surface of the DEATH 
STAR. Suddenly, you're caughl In a maze ol sinister- 
looking LASER TOWERS thai rise into the darkness 
ot apace. You'll have to do soma fancy (lying il you 're 
to avoid hitting them with your X-WING FIGHTER. 
Set your sights on the tops ol these lowers as you fly 
by and try to blast them with your TORPEDOES. For 
each tower top you hit , you gain extra points. 
And by the way, keep an eye open for those deadly 
fireballs. They re still out there (and after your ship)! 
Destroy them for extra points, too. Each lime a fire- 
ball hits your ship, or you hit a tower, you lose t en- 
ergy shield. 

Survive this round and advance to the next one with 
you r remaining number of energy shields. 



SajflWTVIHGTHE EQUATOR I ULTRBtCH 

Round #3 
Beyond the LASER TOWERS I les the DEATH 
STAR'S EQUATORIAL TRENCH. Once you're in il, 
gel ready to lly like you've never flown belore! As il 
the attacking fireballs aren'i enough, there are all 
sorts of CATWALKS to avoid as you speed th rough 
this narrow passageway. Fly over, under, and around 
them— just don't hit (hem. Each lime you do. or if 
you're hit by a fireball, you lose an ENERGY SHIELD. 
Destroy fireballs along (ha way lor extra points or, 
better yet, USE THE FORCE - * 

When you've made il past all Ihfrse CATWALKS, 
keep an eye on the TRENCH'S floor. When you see 
the MAIN REACTOR PORT, lei the PROTON 
TORPEDOES fly. Make a direcl hit and DEATH STAR 
explodes! The REBEL BASE Is once again safe from 
the forces ol the EMPIRE. 

Survive (his round and advance to the next WAVE 
wilh your remaining number of energy shields— plus 
bonus shields. 

BIO IT WAVE 



Each 'A'/V.T ends when you successfully complete all 
3 rounds. As long as your X-WING FIGHTER has not 
been destroyed, you will automat ically advance lo the 
next eound. or WAVE. 



WAVE SafCTlOH & PB06BESSI0H 

After lurning Uie game unit ON. and advancing lo ihe 
second screen, you may select WAVES 1 through 3 to 
begin playing by placing your sight (Ihe cursor) over the 
desired WAVE number and pressing the Rro buttons. 
The WAVE number will appear in Ihe upper, right-hand 
side Of the screen during game play. You cannot select 
WAVES 4 and up; you must survive WAVE 3 lo advance 
toWAVE-l.anrtsoon. 



WAVE* 


ACTION 


1 


EASY 

No Round #2 

No CATWALKS in EOUATORIALTRENCH 


2 


MEDIUM 
Round* 2 begins 
No CATWALKS 


3 &up 


HARD 
CATWALKS 


EhOQFGAME 



The game ends when you run out of ENERGY 

SHIELDS and are h ll by a tireball or your X-WING 
FIGHTER hils a CATWALK. 
To play again, press RESET. Ihen choose the WAVE 
n umber you wish 10 play. 



SCflffflrfl 

Destroying: 

TIE FIGHTERS 1,000 points 

DARTHVADER'sshlp 2,000 poinls 

Fireballs 33 points 

Laser Tower Tops : 

200 points are earned lor destroying the first Laser 

Tower lop. Thereafter, each subsequent Tower top is 

worth an additional 200 points. 

EXAMPLE: the firsl Tower too destroyed is worth 200 

poinls. The second Tower top destroyed Is wort h 400 

poinls, and so on. 

Destroying all LaserTower tops . . .50,000 bonus points 



Bonus Points and Energy Shields for Destroving 

tho Death Star 

The number of bonus points earned ior destroying the 

DEATH STAR depends upon tho WAVE number at 

whichyou begin the game. 

Start on WAVE 1 

Wave Bonus 

'-3 ■ 10,000 

+-5 65.000 

S&UP 150.000 

Start on WAVE 2 

Wave Bonus 

Z" 5 65,000 

6&up 150,000 

Start on WAVE 3 

Wave Bonus 

3&up 150.000 

Whenever you destroy the DEATH STAR, you'll earn 
5,000 bonus points lor each remaining energy shield- 
plus 3 bonus shields. 



BOH'US POUTS FOB USW6 THE FORK 

Depending upon whicih WAVE you are playing, you will 
earn bonus points when you destroy the DEATH STAR 
using THE FORCE: 
Wave Bonus 

1 5.000 

2 10,000 

3 15.000 

4 25,000 

5 50.000 

e & up 100,000 



MMRKER BROTHERS 
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gHHW UM1TEP WMRAWY 

PARK ER BROTHERS warrants, su bject to the conditions 
below, thai il the components of this product prove 
detective because of improper workmanship or material 
during the period of 180 days trom the date ot original 
purchase, PAR KER BROTHERS will repair the product 
or replace it with a new or repaired unit, without charge, 
or will rotund the purchase price. 

CONDITIONS: 

1 . Proof of Purchase: The retail sales receipt or other 
p roof of purchase must be provided. 

2. Proper Delivery: The product must be shipped pre- 
paid, or delivered to PARKER BROTH ERS (address: 
190 Bridge Street, Salem, MA 01970, Alien lion: Quality 
Control Depl.) for servicing, either in the original package 
or in a similar package providing an equal degree of 

protection. 

3. Unauthorized Repair, Abuse, etc.: The product must 
not have been previously altered, repaired or serviced 
by anyone other than PARKER BROTHERS; the product 
musi not have been subjected lo an accident; misuse 

or abuse. 

REPAIRS AFTER EXPIRATION OF WARRANTY: 
It the product malfunctions after the 160-day warranty 
period you may ship the product prepaid and enclosed 
with a check or money order -for $8.00 to Parker Brothers. 
Parker Brothers will, at its option, subject to the condi- 
tions above, repair the product or replace it with a new or 



repaired unit , subject lo availability ol parts. II replace- 
meni unils or required parts are not available , the $8.00 
payment will be refunded. 

EXCEPT TO THE EXTENT PROHIBITED BY APPLI- 
CABLE LAW, ALL IMPLIED WARRANTI ES WADE BY 
PARKER BROTHERS IN CONNECTION WITH THE 
PRODUCT. INCLUDING THE WARRANTY OF MER- 
CHANTABILITY. ARE LIMITED IN DURATION TO A 
PERIOD OF 180 DAYS FROM THE DATE OF ORIGINAL 
PURCHASE; AND NO WARRANTIES, WHETHER EX- 
PRESSED OR IMPLIED, INCLUDING THE WAR RANTY 
OF MERCHANTABILITY, SHALL APPLY TO THIS PROD- 
UCT AFTER SAID PERIOD. SHOUL0THIS PRODUCT 
PROVE DEFECTIVE IN WORKMANSHIP AND MATE- 
RIAL. THE CONSUMER'S SOLE REMEDY SHALL 8E 
SUCH REPAIR, REPLACEMENT OR REFUND AS IS 
HEREIN ABOVE EXPRESSLY PROVIDED. AND UNDER 
NO CIRCUMSTANCES SHALL PARKER BROTHERS 
BE LIABLE FOR ANY LOSS OR DAMAGE DIRECTOR 
CONSEQUENTIAL, ARISING OUT OF THE USE OF, 
ON INABILITY TO USE, THIS PRODUCT. 

SOME STATES DO MOT ALLOW LIMITATIONS ON 
HOW LONG AN IMPLIED WARRANTY LASTS. OR THE 
EXCLUSIONS OR LIMITATIONS OF INCIDENTAL OR 
CONSEQUENTIAL DAMAGES. SO THE ABOVE 
LIMITATIONS OR EXCLUSIONS MAY NOT APPLY TO 
YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL 
RIGHTS AND YOU MAY ALSO HAVE OTHER RIGHTS 
WHICH VARY FROM STATE TO STATE- 



IT'S YOUR MOVE! 

JOIN THE STAR WARS/LUCAS FILM FAN CLUB. 

You 'II receive: 

• An excJusive RETURN OF TH E JEDI" 

members hi p kit 

• A fpur-lssue subscription loBANTHATRACKS; the 
Club's official newsletter 

■ The chance to purchase genuine collector's Items 

• And the opportunity to participTte i n exciting Club- 
sponsored contests and special services 

Remember . . .THE FORCE WILL BE WITH YOU . . . 
always? 

Please mail this application torm along with $6.00 
($7.00 Canada and Sfl. 00 foreign— U.S. currency only) 
to: 



Official STAR WARS/LUCASFILM Fan Club 
P.O. Box 2202. Dopl. PB84 
San Rafael, CA 94912 U. SA 



Nvna 



Addrtres 
CHy 



Country 



Zip/Postal Code 

Please send checks or money ofders- NO CASH PLEASE. 
Allow 4 to 6 wraks for dobvory ol memborahip hit. 
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